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Apple II Plus, //e, llc, 
or I1GS; 64K; disk drive. 
Optional: printer 


The Learning Library on a Disk 
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AGES 6 TO9 


Microzine Jr.” The Learning Library on a Disk 





In this issue: 


Board Silly 


Make your own board game! Choose from different board game 
templates, then choose the rules and graphics for your game. 
Choose the playing cards for your game. Then print your game, 
color it, and play it with your friends! You may copy “Board Silly” 
to share. 








Your Town | | 
The birthday present you bought fot your friend is missing! Fol- | 
low the clues and ride your bicycle through your town to find the 9 
: —S gift. You will meet all of the friendly people in your community: 
sates or IRA to ride tee bite, the mayor, the veterinarian, the baker, and others. Hurry! It’s 


uU 
Then: opress RETURN, Press eset Ce Hit. 


Press SPACE BAR for Clue or help almost time for the birthday party! Hi 





The Case of the Class Trip 


Where is Wanda? Your buddy has wandered away during your | 
class trip to the zoo! Read the story for clues, then search the | 
picture using your magnifying glass. If you are a careful detec- | 

tive, you will find wandering Wanda quickly, and we will send : 
react det, then Beese RetueH. you a reward. 


vente S for Story. 
Hud 





Something Fishy | 
Look at the fish swimming across your screen! Ce Fishy” | 
turns your screen into an aquarium. Feed the fish, tap on the | 
glass, and press the Space Bar for some sea-lly surprises! 





a 





Art Director, Microzine: Tara Framer 
: : _ Assistant Art Director: Jenny Grant 
Something Fishy | Cover Art: Steve Sullivan 


The Scholastic Warranty 
Copyright © 1989 by Scholastic Inc. 


Every Scholastic software program is 


Microzine Jr.'s print routines are by Triple- backed by a LIFETIME WARRANTY: If 
Dump, © 1985, Mark Simonsen and Rob : . 
7 Renstrom, BEAGLE BROS Micro Software, Inc. the software is damaged cl any Mine, 
ISBN Oe5% O0-8b736-4 for any reason,-just send it back to us 
; for a free replacement. No questions 
Scholastic Inc. asked. You'll pay just a small shipping 





tmnt f| 2931 East McCarty Street || and handling fee. 
lle (bt P.O. Box 7502 ; 
| Jefferson City, MO 65102 








QUES TIONNAIRE © 


Send this questionnaire to: Microzine Jr. 
Scholastic Inc. 
730 Broadway 
New York, NY 10003 


Name_ Age 









Address | 
— City State Zip _ 
_ Where do you get Microzine Jr.? Home____ School 


RATE EACH PROGRAM IN THIS ISSUE. 
1=Terrific! 2=Good 3=Okay 4=NotSoHot 





Board Silly Your Town 
The Case of the _____ Something Fishy 
Class Trip 


1. What was your favorite part in "Your Town"? 


2. Did you make a game with "Board Silly"? Send your 
reece to Microzine Jr. and let the editors play it! 


3. Did you find all of the surprises in "Something Fishy"? Tel 
us about the surprises. 


MY COMMENTS AND OPINIONS (write on the 
back, too): 





What is your favorite book? Why do you like it? 





oe Scholas tic Copyright © 1989 by Scholastic Inc. All rights reserved. Printed in 
U.S.A. Published by Scholastic Inc. ISBN: 0-590-87135-8 


ie ee ee ee ae a ea 


USE THE SPACES BELOW TO WRITE 
YOUR COMMENTS. 











SOFTWARE LICENSE AND LIMITED WARRANTY AGREEMENT FOR 
COPY PROTECTED SOFTWARE PUBLISHED BY SCHOLASTIC INC. 















IMPORTANT: READ THIS LICENSE AND LIMITED WARRANTY AGREEMENT CARE- 
FULLY BEFORE USING THE ENCLOSED SOFTWARE AND DOCUMENTATION. THEN, IF 
YOU AGREE WITH THE TERMS OF THIS AGREEMENT, FILL OUT AND SIGN THE 
ATTACHED WARRANTY REGISTRATION CARD AND SEND IT TO SCHOLASTIC INC. 
(SCHOLASTIC). IF YOU DO NOTAGREE WITHTH ESE TERMS, RETURN THIS PACKAGE ~ 
TO SCHOLASTIC IN RESALEABLE CONDITION FOR A FULL REFUND. 


1. COPYRIGHT 

The software programs contained on the disk(s) and the documentation in this package are fully 
protected by U.S. copyright law. Scholastic and/or the author(s) of this program own all right, title 
and interest in any copyright in the program. It is against the law to copy or in any way duplicate 
the documentation, disk(s), or any portion of the program except under the terms and 
conditions expressly stated in this Software License and Warranty Agreement. 


> 2. USER’S RIGHTS AND RESPONSIBILITIES 
| Under the terms of this license and U.S. copyright law, you have certain rights to use the disk(s) and 
documentation included in this package. You also have the responsibility not to use the disk(s) and 
documentation in a manner that violates this license or copyright laws. Any rights not specifically 
granted herein are reserved by Scholastic. Your specific rights and responsibilities are: 
Previewing the Program 
* You MAY use and review the software and documentation in this package for up to 30 days 
before deciding to purchase it. If you do not return the complete package to Scholastic in 
resaleable condition within that 30 day period, you agree to purchase the software package. 
¢ You MAY NOT copy the contents of the disk(s) or any of the documentation in this package 
during the preview period for any reason whatsoever. 
Completing the Warranty Registration Card | 
—*« Once you have purchased the software package, you MUST complete the attached” 
Warranty Registration Card and return it to Scholastic to be eligible for technical service, free 
disk replacement, product information, and free disk updates. 
Using the Program 
¢ You MAY NOT copy the contents of any of the disk(s) in this package unless permission to 
copy is expressly granted in the documentation . 
° If you want multiple copies of the disk(s), you MAY, as the owner of the program, buy them 
from Scholastic at a per disk price to create a Customized Lab Pack. 
¢ You MAY NOT load the contents of the disk(s) in this package into more than one computer 
for simultaneous use. This so called “multi-loading” constitutes copying the program and is 
expressly forbidden by this Agreement. : 
| ¢ You MAY NOT copy the program onto a network or other multiple-user device. If you wish to 
> install the program on a network or other multiple user device, you MUST purchase either a 
| network version or a network license for the stand-alone version of the program. : 
¢ If permission for hard disk use is granted in the documentation, you MAY install the program 
onto and use the program on one hard disk at any one time. To install the program on 
additional hard disks, you MUST purchase additional packages. 
Replacing a Damaged or Defective Disk : 
If adisk is damaged or defective, send the defective disk to Scholastic for a free replacement 
(see instructions under Software Warranty and Lifetime Replacement Policy section below). 


_ 82679-4 page 1 





Copying the Documentation 

¢ You MAY NOT duplicate pages from the enclosed documentation for any purpose unless 
permission is expressly granted within the documentation. 

¢ You MAY NOT make copies of activity books or any other print items that are sold separately 
by Scholastic. 

¢ For permission to copy print materials for use at workshops or teacher training sessions, 
contact Scholastic Software at 800-541-5513. In Missouri, call 800-392-2179. 

Restriction on Distribution, Sale or Lease of Programs or Documentation 
¢« You MAY NOT distribute, sell or lease copies of the program or documentation unless you 
~ have been given explicit written permission to do so by Scholastic. 


3. SOFTWARE WARRANTY AND LIFETIME REPLACEMENT POLICY 
Scholastic warrants the original purchaser of this product that the disk(s) containing the Scholastic 
program shall be free from defects in materials and workmanship. If a disk becomes defective at any 
time, you may return it to Scholastic for a free replacement. To be eligible for free disk replacements 
and technical support, you MUST HAVE completed and returned the attached Warranty Registration 
Card. 
Send disk(s) and correspondence to: Scholastic Software 

P.O. Box 7502 

2391 E. McCarty St. 

Jefferson City, MO 65102 


In Canada: Scholastic Software In Australia: Ashton Scholastic Software 
~ 123 Newkirk Rd. | P.O. Box 579 3 
Richmond Hill L4C 3G5 Gosford, N.S.W. 2250 
Ontario, Canada Australia 
_ 4, DISCLAIMER 


_ This warranty does not apply to the software programs contained on Scholastic disks, which 

programs are sold “as is”. This warranty is in lieu of all other warranties, whether oral or written, 
expressed or implied. Any implied warranties, including implied warranties of merchantability and 
fitness for a particular purpose, are limited in duration to ninety (90) days from the date of purchase of 
this product. Scholastic shall not be liable for incidental and/or consequential damages for the breach 
of any expressed or implied warranty, including damage to property and, to the extent permitted by 
law, damages for personal injury. Some states do not allow the exclusion or limitations on how long 

_ an implied warranty lasts, so the above limitation or exclusion may not apply to you. 


This warranty shall not be applicable to the extent that any provision is prohibited by any federal, 
state, or municipal law that cannot be preempted. This warranty gives you specific legal rights, and 


~ you may also have other rights which vary from state to state. 


5, MISCELLANEOUS 


This Software License shall be governed by the laws of the State of New York and shall inure to the 
benefit of Scholastic Software, a division of Scholastic Inc., its successors and assigns. 


6. ACKNOWLEDGEMENT 


Licensee acknowledges that he has read this Software License, understands it, and agrees to be 
bound by its terms and conditions. Licensee also agrees that this agreement is the complete and 
exclusive statement of agreement between the parties and supersedes all proposals or prior agree- 
ments, verbal or written, and any other communications between the parties relating to the subject 
matter of this agreement. 
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4 FOLDALONG THIS LINE 4 


Which subject(s) use this product? 


[ ] Math [ ] Language Arts [] Social Studies 
[ ] Science [] Business Ed [ ] Computer Studies 
[ ] Reading [] Other (Specify): 


Where is product primarily used? . 

[ ] Classroom [] Library/Media Center [ ] Resource Room 
[ ] Computer Lab [ ] Home [] Office 

[ ] Other (Specify): 


How is the product primarily used? 
[ ] Basic Instruction [] Enrichment [] Remediation [] Tool 


10. For each of the following questions, enter the code that corresponds to the 


appropriate answer. 


01- Teacher 05- Curriculum Coordinator 
02- Principal 06- Purchasing Agent 
03- Department Head 07- Other (Specify): 
04- Computer Coordinator 
a) Who expressed initial interest in buying this product? Code 
b) Who made the final decision to purchase this product? Code 
c) Who placed the order for this product? Code 
11. What source(s) of funds were used to purchase this product? 
[ ] School Budget [] Federal Funds [ ]. State Funds 
[ ] District Budget [] Other (Specify): 


SEAL WITH TAPE HERE 


SCHOLASTIC SOFTWARE WARRANTY REGISTRATION CARD 


To be eligible for technical service, free disk replacement, product information, and free disk updates, please 
complete the following. 


Name: 





| have read the Software License and Warranty Agreement and agree to abide by its terms. 





Signature Date 


Curriculum Coordinator 


Title: ] 
] Other (Specify): 


[ ] Teacher [ 
[ ] Department Head [ 
[] 


Computer Coordinator 





(If non-teacher, please fill in home address) 

School 

Street Address > 
| City, State, Zip 

Title of Product Purchased _ 


Date Purchased 





Ages of Software User(s): (circle all that apply) 


6 7 8 9 10 11 12 13 14 15 16 17 18 Adult 





Computer Version: [] Apple [] MS-DOS — 





Disk Format: fj} 525° ii 3S 





How did you learn about this product? 

{[] Scholastic Software Catalog Magazine Review 

[] Scholastic Sales Representative Educators’ Workshop 
C] 
C] 
[] 


ou, 
e 


[] 

[] 
Scholastic Authorized Education Dealer [] Scholastic Family Catalog 
Received Information in the Mail [] Recommended by friend/colleague 
Magazine Advertisement 


SdYgdH GuVO NOILVHLSI944 ALNVYYVM HOVLAG 


2. What factor most influenced your decision to purchase this product? | 
(Please check one box only.) > 
[]} Scholastic's reputation [] Service/Warranty Policy 
[] Price [] Other (Specify): 


[] Wanted that specific product 
(Educators only please continue) 


3.. School Location: {] Urban [] Suburban [] Rural 
School Type: [] Public [] Private 
Student Enrollment: [] 1-299 [] 300-499 [} 500+ 





ee Approximate number of the following computers in your school: 








Apple II Series IBM/MS-DOS Macintosh 
5. Memory most available: [] 48K [] 128K [] 512K 
[] 64K [] 256K [}] 1MB 
6. Disk drive configuration most available: 
[ } One 5.25" [] Two3.5" [ ] One 5.25" and one 3.5" 
[ ] Network [] Hard Disk 
- continued - 
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DISK1 Side 1: Microzine Jr. Guide, The Case of the Class Trip 
Side 2: Board Silly 


Apple ® 64K 


Copyright © 1989 by Scholastic Inc. All rights reserved. 
ProDOS 1.4 copyright © 1984-89 Apple Computer, Inc. 


= ; | Manufactured in U.S.A. ISBN: 0.590-87133-1 
—2M SCHOLASTIC ) 
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DISK 2 Side 4: Your Town . 
Side 2: Something Fishy 


Apple ® 64K Copyright © 1989 Scholastic Inc. All rl 
proDOS 1.4 copyright © 4984-89 Apple Comp 
Manufactured in U.S.A. ISBN: 0-590-871323 








gnts reserved. oS 
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Read this Handbook for clear 
e526 he acs WAN?) instructions on how to use each 


Microzine Jr. feature. 





Equipment You Need 
1. Monitor or TV 


2. 64K Apple Il Plus, /le, lic, Ilc Plus, or IGS 
3. Disk drive 


Apple ® is a registered trademark of Apple Computer, Inc. 





Using Microzine Jr. 
1. Open the disk drive door. 
2. Hold the disk with the label end facing you. 


3. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want is 
on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 
Slowly with the label facing down. 


4. Close the drive door. 
5. Turn on the computer and monitor (or TV). 
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Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or IJKM keys to move the | 
Hand. Type ?, or choose Hand Tutorial, on the Microzine Jr. Guide 
to learn how to use the Microzine Jr. Hand icon. 


The Microzine Jr. Guide 
The Microzine Jr. Guide lists the Microzine Jr. options in a collection ME 
of boxes. Each box is labeled. 





Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled Letters and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you want 
to read, and then press Return. 


Troubleshooter 

We included this new section in the Microzine Jr. Handbook to help 
you if you run into problems using Microzine Jr. Each Microzine Jr. 
program is documented in the Handbook, and specific hints for using 
the program are included there. However, we occasionally receive 
calls about more general problems. 


Loading Microzine Jr. 


If Microzine Jr. does not appear on the screen, turn the computer off. 
Then turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up correctly. 


6 Getting Started . 





Printing 

Although Microzine Jr. is now compatible with more printers and 
more printer cards than ever before, we occasionally hear from 
customers who are having trouble printing material from a program. 
Most problems are caused by improper printer or interface card 
settings. Here are some solutions: 


¢ If you have an Apple lic computer, tell the Classroom Publishing | 
program that you have an Apple llc Serial Port printer interface card. © 


¢ If you have an Apple IIGS computer, tell the Classroom Publishing 
program that you have an Apple Firmware printer interface card. 


¢ If you have a Grappler C printer interface card, tell the Classroom 
Publishing program that you have an Apple IIc Serial Port printer 
interface card. 


¢ If you have a 7exPrint printer interface card, tell the Classroom 
Publishing program that you have a Grappler + printer interface 
card. 


¢ If you have a ProGrappler printer interface card, tell the Classroom 
Publishing program that you have an Apple Parallel printer interface 
card. 


¢ If you have a paralle/ printer interface card that is not listed in the 
program, tell the Classroom Publishing program that you have an 
Apple Parallel printer interface card. If you continue to have 
problems, try the other parallel printer interface cards on the list. 





Getting Started 7 








BOARD 


Microzine Jr.'s Classroom 


SILLY Publishing Feature 





What You Will Find 


With "Board Silly" you will make and print your own board games. 
"Board Silly" gives you board layouts, playing pieces, special cards, 
and funny pictures to put on your game board. 


With so many pieces, cards, and layouts, you can make your very 
own board game without being bored silly! 


Copy "Board Silly" 


You may make extra copies of "Board Silly" to use as backup disks or 
to share with your friends. See the Computer Stuff feature, on page 
22, to learn how to copy “Board Silly." 
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Printer Setup 


"Board Silly" will ask if you have a printer. Choose Yes if you have a 
printer. Choose No if you do not have a printer. 


If you have a printer, you need to tell "Board Silly" about your printer 
setup. The program will display a menu of options for printing. They 
are Done, Printer, Interface Card, Slot, and Line Feed. 


PRINTER SETUP 
Please tell me mhat 
type of printer setup you nave. 
Then choose DOONE to start. 
| a @ Done 
© Printer: apple Imagemriter II 
Card: apple Firnnare 


6 
@ Slot: i 
Oo Line Feed: On 


Use the arrom keys or IJKN 
to move the Hand. Press RETURI 
to choose or ESC to quit. 





Done: Choose this option when you are done telling "Board Silly" 
about your printer setup. 


Printer: Choose this option to select a printer. Use the arrow wave or 
IJKM to move the Hand to the correct printer. 


Interface Card: Choose this option to select a printer interface card. 
Use the arrow keys or IJKM to move the Hand to select the correct 
printer interface card. 


Line Feed: Choose this option to turn the Line Feed option on or 


off. “Board Silly" assumes you want the Line Feed option turned on. 
Use the arrow keys or IJKM to move the Hand to select On or Off. 
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"Board Silly" MAIN MENU 


"Board Silly” has three functions, or things you may do. They are 
MAKE A GAME, PRINT A SAMPLE GAME, and INSTRUCTIONS. 





MAKE A GAME 


Choose this function to make and print a game board. Use the arrow 
keys or IJKM to choose Make a Game, then press Return. 


How to Play a "Board Silly" Game 


These are the rules of the game: 


¢ The youngest player goes first. 


¢ You will move playing pieces across the board squares by drawing 
cards from a stack. The cards will tell you to move forward or 
backward on the game board. 


¢ The first one to the last square on the board wins! 


Be sure to think about these rules when you are making your own 
game. Try playing the Microzine Jr. sample game first, so you 
understand the rules. 

OK, now you're ready to make your own game! 


Choose a Game Board 
You can choose from several board layouts with "Board Silly." 


10 Student Handbook 





Use the arrow keys or IJKM to choose a board layout. Then press 
Return. 


Fill In the Squares 

The program will display your game board, one section at a time. 
You may choose to put graphics on any square or you may leave the 
C square blank. For example, choose the Outer Space board layout 
and press Return. 


FILL IN THE SQUARES 


BARASABASARARAABAKA 


» 


a 
& 
A 
A 
A 
Al. 
Al: 
A 
A 
Al. 
A a oS 
A 


se ine keys to choose 
pause: Use ene SPACE Pane oo see Sine 
Phics. Press ESC to 





Use the arrow keys or IJKM to scroll up and down from square to 
square. Stop on a square you want to fill in with graphics. Press the 
Space Bar to cycle through the graphics. There are different 
graphics and numbers for each board layout . There are also forward 
and backward arrows which may accompany each graphic or number. 
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These are the graphics and numbers you may choose in the Outer 
Space game: 


eS 07 ©@ 


<-COMET <-STAR <- SATURN < ALIEN 


Cle 





<> > 





-> COMET -> STAR ->SATURN -> ALIEN 
pf Y ie 8 
COMET STAR SATURN ALIEN 


#*i jj«2 «3 eg #5 


<-3 <-4 <-5 


i= a» 3s Gl wp 5» 
->1 ->2 ->3 ->4 ->5 


For example, choose the -> comet graphic. This graphic means that 
any player landing on this square must move forward to the next 
square with the comet on it. 
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ay an <_—_———|F YOU LAND ON THIS SQUARE, YOU MUST MOVE | 


AHEAD TO THE NEXT PICTURE OFA COMET. 


If you choose the graphic labeled <- 3, it means that any player 
landing on this square must move back three squares. 





—_——————= IF YOU LAND ON THIS SQUARE, YOU 
MUST MOVE BACK THREE SQUARES. 





When you see the graphic you want on your square, use the arrow 
keys or IJKM to move to a new square. 
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These are the graphics you may choose in the Toys game: 


Wie “hel 





| « ROCKING HORSE <- BEAR 
-> ROCKING HORSE -> BEAR 


S el, 


ROCKING HORSE BEAR 





“a6, 4 


<- FIRE ENGINE <- DRUM 
- > FIRE ENGINE -> DRUM 
FIRE ENGINE 


These are the graphics you may choose in the Sports game: 


«fp «8 


<- MEGAPHONE <- RIBBON 
F 
cik-= oy wt 
-> MEGAPHONE -> RIBBON 
Po 
“~ 5 
MEGAPHONE RIBBON 
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<- SMELLY SNEAKER 





«¥ 


<- TROPHY 





, a 2>3 75 


-> TROPHY 






-> SMELLY SNEAKER 
te, 
Vy Seay’ 
a 
TROPHY SMELLY SNEAKER 





Continue choosing graphics for your game board. Press Return 
when you are done. 


Press Esc to go back to the Choose A Game Board Menu. 


Choose Cards 
The program will display a blank, or empty, playing card. Press the 


Space Bar to cycle through the playing card graphics. For example, if - 


you filled in a board square with the comet graphic, you need a 
playing card with the same graphic. 


When you see a playing card you want to use in your game, press 
Return. 7 


The program will then ask, "How many cards do you want?" Type the 
number of the playing cards you want to print, then press Return. 
You may choose to print from one to five cards. 

When you are done choosing cards, press Return. 

_ Press Esc to go back to Fill In the Squares. 


Print a Game 


Type P to print your game. Make sure that the paper in your printer is 
aligned and your printer is turned on. 


Press Esc to go back to Choose Cards. 





The program will print your game board, cards, and six different 
playing pieces. Cut out the cards and playing pieces, glue them 
on cardboard and play! 
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PRINT A SAMPLE GAME 


Choose this function to print the Microzine Jr. game we made for. 


you. This game will help you learn the game rules and give you ideas 


for making your own game. 


INSTRUCTIONS 


Choose this function to read about making and printing games. 
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A Twistaplot™ 
YOUR TOWN Adventure 





What You Will Find | 
In “Your Town," you will travel all over town looking for a missing 
birthday present. You will find clues in the funniest places and meet 
friendly community helpers in your town! | 


Reading "Your Town" 


Use the bicycle cursor to point to what you want to do. When the 
cursor is pointing to what you want to do, press Return. 
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Use the arrow keys or IJKM to ride your bicycle. 


Options 


"Your Town" has six options, or things you may do. They are Go On, 
Yes, No, Clue, Help, and Quit. 


- e Go On: Choose this option to read the next screen. 


Tiny 


¢ Yes: Choose this option to answer yes to any question. 
e No: Choose this option to answer no to any question. 
e Clue: Choose this option to read a clue again. The program will 
also ask, "Do you need another hint?" Choose Yes if you want 
another hint. Choose No to go back to the story. 


¢ Help: Choose this option to find out how to ride your bicycle 
through your town. 


¢ Quit: Choose this option when you are finished reading “Your 
Town." The program will ask, "Are you sure you want to quit?" 
Choose Yes if you want to quit. Choose No if you want to continue 
reading the story. 
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THE CASE OF aree 
THE CLASS TRIP | Mystery 









iN 
You are a robot named Micro and you love to solve mysteries! When 


your Class takes a trip to the zoo, you discover a mystery has been 
"uncaged"! 









AIL 


Bh 


Your classmate, Wanda, has wandered away from the zoo gift shop. 
Can you find her? 


What You Will Find 


You will read a story and use a magnifying glass to uncover clues in a 
picture. Then you will answer questions to solve "The Case of the 
Class Trip." 


"The Case of the Class Trip" MAIN MENU 


“The Case of the Class Trip" has two functions, or things you may do. 
They are INSTRUCTIONS, and THE CASE OF THE CLASS TRIP. 
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INSTRUCTIONS 


Choose this function to learn how to solve "The Case of the Class 
Trip." 


THE CASE OF THE CLASS TRIP 

Choose this function to solve "The Case of the Class Trip.” The 

mystery is divided into three parts: the Story, the Picture, and the 
Questions. 





The Story 


Read the story to learn the facts you will need to solve the mystery. 
Type P to see the picture. Type Q to answer the questions. 


The Picture 


Look at the picture and try to find clues. Use the arrow keys or IJKM 
to move the magnifying glass over each object in the picture. Then 
press Return. Clues will appear at the bottom of the screen. 


_ Type S to read the Story. Type Q to answer the questions. 


The Questions 
Answer the questions to solve "The Case of the Class Trip." 


If one or more of your answers is wrong, the program will ask you to 
type in the number of the answer you want to change. 


FINAL QUESTION 

When all of your answers are correct, the program will ask you one 

final question. | 

Answer the final question to solve the mystery. If your answer is 

wrong, the program will ask you if you want to try the final question 
again. Type Y for Yes, or N for No. 


When you answer the final question correctly, the program will ask 
you if you want to compare deductions. Type Y for Yes, or N for No. 


You will then read the final story screens. Good luck! 
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SOMETHING 
F I S HY 3 A Simulation 





Something fishy is going on! Microzine Jr. has turned your ordinary 
computer into a fish tank! 


What You Will Find 


You will see angelfish, swordtails, goldfish, tiger barbs, seahorses, 
and diamondfish swimming across your screen. 


Options 


"Something Fishy" has four options, or things you may do. They are 
Tap, Feed, Surprise, and Quit. 


¢ Tap: Press T to tap on the fish tank's glass. 
¢ Feed: Press F to feed your fish. 


¢ Surprise: Press the Space Bar to see a special underwater 
surprise. | 


¢ Quit: Press Esc to stop playing. 
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COMPUTER 
STUFF A Utility 








What You Will Find 


"Computer Stuff" has two functions, or things you may do. They are 
COPY A PROGRAM and INITIALIZE A DISK . 


COPY A PROGRAM 


You may use any ProDOS copy utility to make copies of "Board Silly” 
to share with your friends. Follow the directions on your copy utility to 
copy a disk. 


INITIALIZE A DISK 


Choose this function to initialize a data disk. Use the Hand to choose 
Initialize a Disk and then press Return. 


22 Student Handbook 


A data disk is a blank disk (or one that you don't mind erasing) that has 
been initialized by Microzine Jr. \nitializing a disk = it ready to save 
your data for Microzine Jr. 





The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to Next. Press Return. 


The program will then prompt you to put the disk into Drive 1. You will 
be told that the disk is about to be erased. It will ask, "Do you want to 
go ahead?" Use the Hand to point to Yes or No, and then press 
Return. 


The program will initialize the disk. Then the Computer Stuff list of 


functions will appear. You now have a data disk. You may use it for 
any Microzine Jr. feature that requires a data disk. 





Student Handbook 23 


TEACHER'S GUIDE 
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BOARD 


Microzine Jr.'s Classroom 
SILLY Publishing Feature 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: board game, graphic, alien, trophy 


SCHOOL ACTIVITIES 


CRITICAL THINKING/GROUP ACTIVITY: Have a student, or group of 
students, draw one of the board game templates on the blackboard. 
Create a game with the entire class suggesting the content of each 
square and playing card. If you have a computer in your classroom, 
one student could input the game as it is created, or a student could 
create the game later in your computer lab. Print the game, xerox 
copies of it, and have students play their own game. 


Have students critique their game. Once students have agreed on 
how they can improve their game, have another student input those 
changes, and print out the new game. Continue this process until 
the students are satisfied with the game they have created. 


Have students organize and supervise a "Board Silly" tournament, 
keeping track of the winners of each game, having play-offs and a 
final "Board Silly" Super Bowl game. 


HOME ACTIVITIES 


ART & DESIGN: Have students create and draw their own "Board 
Silly" game. Encourage students to think of "lucky" and "unlucky" 
squares and cards for their games, such as the “friendly star" and the 
“mean alien" characters in the Outer Space game. 


WRITING: Have students write a short story about the characters and 
objects in one of the "Board Silly" games. Suggest to students that 
they imagine the different personalities of the characters in the game 
and write dialogues that illustrate those personalities. 
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A Microzine Jr. 


YOUR TOWN Twistaplot™ Adventure 





DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: lend, borrow, recipe, mayor, veterinarian 


SCHOOL ACTIVITIES 


_WRITING: Have students make a list of the community members they 
are introduced to in this Twistaplot—mayor, veterinarian, librarian, 
etc. Then have them make a list of other community members that 
are found in their own town. Discuss the role of each community 
member. 


HOME ACTIVITIES 


MAPPING SKILLS/WRITING: Have students draw a map of their own 
room, and write clues that lead to the location of a gift they have 
hidden in their room. Students might find the activities on the back 
of the poster helpful. 


Here are some hints on how to find the missing gifts in “Your Town:" 








Version 1 : 
Clue: Bring this book... 
Location: the library 


Clue: Pay to the order... 
Location: the bank 


Clue: Bring this recipe to the person... 


Location: the diner 


Ciue: Bring this order to the man... 
Location: the clothing store 


Clue: Deliver these tails... 
Location: the animal hospital 
Version 3 

Clue: Bring this rock... 
Location: the museum 


Clue: Take this roll... 
Location: the bakery 


Clue: Here's to the people... 
Location: the firehouse 


Clue: This person may be smart... 
Location: the school 


Clue: This person has two offices... 
Location: city hall 
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Version 2 
Clue: You'll be riding your bike... 
Location: the gas station 


Clue: Powder your nose... 
Location: the TV station 


Clue: A birthday gift is missing... 
Location: the TV store 


Clue: Oh no, it’s an argument... 
Location: city hall 

Clue: You'll find the gift soon... 
Location: the newsstand 


Version 4 
Clue: To answer this question... 
Location: the ice-cream store 


Clue: Vanilla is good... 
Location: the post office 


Clue: While shoppers wait to pay... 
Location: the grocery store 

Clue: Go talk to the person... 
Location: the hospital 


Clue: | don't make house calls... 
Location: your home 





THE CASE OF Mi 
THE CLASS TRIP Cs oystery 


DIFFICULTY LEVEL: Challenging, Average, Easy 





VOCABULARY PREVIEW: buddy, foal, wander, moan 


SCHOOL ACTIVITIES 

DISCUSSION: \n this story, students learn that Wanda had three 
locations written on a list that she wants to visit in the zoo. Ramone 
states that he has searched in two locations for Wanda. Students 
must therefore infer that Wanda might be found in the third location. 
Have students take turns reading the story aloud and writing down 
pertinent facts. Encourage students to notice this clue and to state 
how they would check their inference (by looking for clues at the 
third location). 


VALUES: In this story, Wanda loses her buddy during a class trip to 
the zoo. Discuss with students the importance of the buddy system, 
and what students should do if they ever find themselves in a similar 
situation. 


HOME ACTIVITIES 

ART & DESIGN: Have students draw a picture of themselves visiting 
the zoo. Suggest that they include a picture of their favorite animal in 
the illustration. 
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SOMETHING 
FISHY aisndbisiihl 





_ DIFFICULTY LEVEL: Challenging, Average, Easy 
VOCABULARY PREVIEW: aquarium, tap 


SCHOOL ACTIVITIES 


SCIENCE/DISCUSSION: Discuss the concept of cause and effect 
with your students. Ask them to give you examples, such as )‘ou 
move an eraser across the chalkboard and the chalk disappears, or 
you eat food and you are no longer hungry. Have students describe 
the effect of pressing T to tap on the glass, pressing F to feed the 
fish, and pressing the Space Bar for a surprise. 


WRITING/RESEARCH: Have students select one of the fish or 
surprises (the mermaid, scuba diver, or submarine) in "Something 
Fishy" and write a one-page report about it. Suggest students look 
in the encyclopedia or other resource to find material for their report. 


HOME ACTIVITIES 


MATH: Have students count the number of varieties of fish in 
"Something Fishy.” Then have them make a table listing those 
varieties of fish. Have pairs of students count the number of fish, 
and the variety of fish that swim across the monitor in one minute, 
entering their results on their table. Have the pairs of students 
compare results. | 
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"Board Silly" ACTIVITY PAGE 


THE WINNER'S CIRCLE 


Who wins when you and your friends play "Board Silly" games? Do 

you win? Does your best friend win every time? Write down the name 
of your "Board Silly" games. Then write down who wins each game. 
Maybe you could have a "Board Silly" Super Bowl game! 





This activity page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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"The Case of the Class Trip” ACTIVITY PAGE 


THE NAME GAME 


In this Micro Mystery, Ramone was moaning. Wanda wandered away. 
Their names sounded like something they were doing. 





Here are some other names. Draw a line from each name to the word 
_ that sounds like the name. We've drawn one line to start you off. 


cries drove 
Gail __»__ wails Fred found 
guesses said 
spoke sang 
- Brian crying © Phil hid 
baked filled 
pesters knit 
Lester masters Nancy fancies 
laughed read 
likes 
Ike itched 
wrote 


This activity page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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"Something Fishy" ACTIVITY PAGE 


MY FISH TANK 


Do you have a fish tank at home? Draw a picture of your fish in the 
empty fish tank! 





If you don't have a fish tank, then just pretend! Draw a picture of your | 
imaginary fish! 





This activity page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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YOU GE Gdlhss [Ar YOUR SGrOOL 


Nl 77 nae 
is Your schoolwork is reading, writing, and arithmetic. But there are other | 





Getting anywhere can be tricky, unless you can follow directions. 


people in your school who do a different kind of schoolwork. Who are they? 
° Ay Read the clues below and fill in the answers. 
~~ 


Read each set of directions below. Trace your route on the map of Your Town. Where 
will the directions take you? Follow the directions and write the answer in the blank. 






















7?) 
1. a 1 : 
START at the RANCH HOUSE. START at the SCHOOL. 4 | GS as 
Ride two blocks to the right. Go three blocks to your left. This person cleans . aed headaches cp aie . a 
Make a left turn. (Make sure you keep off the grass!) | Make a right past the police station, and and so — feel better! This pee the school fn 
Pedal until you reach the second right. Turn right. at the next corner, take a bow! é 
You've earned your burger straight ahead! You are at the 2. ¢ ~ 
eee The keeps you on the ball: 
Tennis in the spring and soccer in the fall! ; ~ 1 
Theater ok 3 : 
° a 
=< Thank the because your school is warm and clean. 3 
This person has a big job though he is not always seen. : 
eee ? 4. : G 
‘3 If you want a good book, just ask the ; 
7 But SSSH! Ask quietly. This is no place to carry on! “Sh 
Baan | So. > 


Queen's Food 
Supermarket 





as you can. 


Who else works in your school? Name as many school helpers e : 


Now write your own directions! START at the 
Look at the map of Your Town. 

Decide where to start and where 

toend. Write directions from 

one place to the other. 


You are at the 
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THe mare eame Ye 







» |! 
You've ridden your bicycle all around Your Town, but can you remember where ane: Draw a map of your town, your street, your classroom, or your room. 
. | you ve been by reading the clues from the story? e You choose! 
me Read each clue below. Then draw a line from the clue to the place it describes. ms, 


DRAW YOUR MAP HERE: 


Pay to the order of the person 
Who is given money 

All day long 

But never keeps any of it. 


Powder your nose 
And comb your hair 
The next place you go 
You'll be on the air. 


This person may be smart 
But he or she has been 

In the same grade 

For many years. 





Vanilla is good, 

Banana Razzle-Dazzle is better, 
But where would you go 

To buy a stamp for a letter? 
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